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(S4) Gaming machfn* 

(57) A gaming machine (2) allows a 
user to place a stake and play a main 
game, e.g. using a set of reels (10), 
which may result In one of several win 
values. The gaming machine (2) Is also 
operable In a stake gamble mode, in 
^Ich a mechanism* such as a furrier 
reel (30), is used to gamble the user's 
stake before the results of the main 
game are made known to the user, and 
preferably before the main game h$ 
started. If the gambling operation Is 
successful, the possible win values are 
increased In a preferred embodiment, 
if the gambling operation is 
unsuccessful a consolation feature is 
provided* 
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SPECIFICATION 

Gaming machines 

5 This Invention refatas to gaming machines by 
means of which 3 user can play q gamo and do- 
pending on the results of the game accumulatQ o 
credit value which preferably results in the md- 
chino paying out cash and/or totceno. 

10 The Invention is applicable for example to d®> 
vices known ss "amusement with prix©" machineGy 
e,g. those commonly (mown so "fruit machineo^^ 
which incorporate symbolorrying r®ete which sifq 
spun dunng the playing of a gam® so to alter in 

15 8 raruiom or pseudo*random manner the combing)* 
tion of symbols which can be viewed by th® user* 
The invention is also applicable to m&chineg which 
incorporste other forms of display, such as a paneO 
carrying symbols which are selecthrely flluminatt^ 

20 dunng the playing of a game* or a video display 
screen which displays simulated reelo or other 
symbols such as playing cards. Patent Specifica- 
tion GB-A-2117155, for example, describes 0 ma- 
chine to which the present invention can bo 

2S applied. 

Generally, when playing these typeo of m©- 
chlnes, a game can result in any of several differ- 
ent types of y^n9, and the value of each win, l.a 
the credit accorded to the user on achieving tho 

30 win, depends upon which of the winning results ho 
has achieved. The attractiveness of such machlneo 
to users depends to a large extent on the values of 
the highest wins which can be achieved, and the 
number of different types of wino which can result 

35 in such high values, for a given states. In an at- 
tempt to increase their attractiveness, fruit ma- 
chines In the past have been provided with e 
''gamble" feature whereby after the user has 
achieved a winning result using the machine, he 

40 can select either to collect his winnings, or to gam- 
ble them, or* part of them, which could result in hio 
winnings being either Increased or decreased, or 
lost entirely. This feature has proved popular, but 
is of limited value because It lo found that userB 

45 are generally unwilling to gamble high-v@lue wins, 
50 th^it in practice the gamble feature doeo not 
provide any substantial Increase in the maximum 
win value whidi a user would hope to receive* 
According to one aspect of the present Invention, 

50 there is provided a gaming machine by means of 
which a user can plac® a statce and play a gamo, 
the machine being operable to calculate and credit 
to the user a win value dependent on the results of 
the game, wherein the machine Is selecth^ety oper- 

55 able, before the results of the game are made 
Itnown to the user, in q staSce gamble mode in 
which the user's stake is gambled, so that the win 
value calculation operation is dependent on the re- 
sults of both the game and the stance gamble 
60 nTod& 

Preferably, th© machine is arranged such that the 
playing of a game can normally result in a user 
achieving any of a predetermined set of win val^ 



gamble mode and the gamble mode produces the 
appropriate results, Thuo, achieving the appropri- 
ate result in the gamble mode may be equivalent 
to increasing the stake of the game played by the 
70 machine, with a consequent increase in the poten- 
tial win values* Thio effect will therefore be re- 
ferred to herein as q "stake Increase*, although It 
will be appreciated that noJ all the potential win 
valueo neod be affected by sudi a stake increase, 
75 and those that arQ affected need not be altered in a 
consistent monnor. 

Although the follov^ng description will refer to 
an antingemQnt in which q stake Increase can be 
achieved in the gamble mod®, tt will be appred- 
^ ated that thQ gamble mode could bs used for other 
purposes. For essmple, an appropriate result In the 
gambi® mode may provide thQ user with on® or 
more fre© games. Ahiema^ely, the free games 
could bQ provided In addition) to the stake increase, 
85 or the user may hsvQ thQ option of selecting oithar 
a stake increase or or»o or mor© free gamea. 

Although it would bo possible for the machine to 
be erranged such that thQ ucQr can select the gam- 
ble mode at any time until tho results of the game 
SO are made known to the user. It lo preferred thut the 
arrangement be such that the user has to make his 
decision m to whether or not to use the gambte 
mode befor® the main game is started. Preferably 
also the user is made aware of the results of the 
95 gamble modQ before th® main game Is started. 
This is particularly desirable In a preferred embodi- 
ment of the Invention, In which the user can, if h© 
wishes, ^ocessrvely select th© gamble mode, and 
in which if th© sppropriat© results are successively 
100 produced, successive stake Increases are achioved. 

One convenient strrang©ment for achieving tho 
featunas referred to above is to arrange for the ma- 
chine to offer the user, at ^ beginning of q ploy, 
the option of selecting th© gamble mode or Instead 
105 initiating the game. If th© user deddcs to initlato 
the game, any win valueo which are achieved are 
besed on a predetermined fixed stake, of for exam- 
ple lOp. If instead the user selects the gamblo 
mode and achieves the appropriate result, h® 10 
110 then again offered the option of selecting a gamble 
mode or initiating the game, and if on this occa- 
sion he select© the game any win values are calcu- 
lated on the basis of an Increased stake of, e.g. 
20p. This procedure can b© continued until a pre- 
115 determined maximum effective stake is reached. 

If the machine is arrartged to allow successh/e 
gamble options, it is prefersbty arranged so that 
the effecdve stake trKreaseo In a regular manner if 
the gamble mode produceo successive results of 
120 the correct type. One poosibllity would be for the 
effectrvo stake to be iricreased by a fixed valuo 
each time. Another possibility would be for tho 
stake to increase by a fixed factor each time, e.g* 
for each effective stake to bo double tho preceding 
125 one. 

It is a further preferred foaturs of the invention 
that if the gamble mode does not produce a result 
which is effecth/o to iricrease a potmtial win value. 
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ture, so that thd game does not necessanly result 
fn the user losing evsr^ time he fails to increase 
his effective stake. The consolation feature can bo 
provided every time the user falls to achieve the 
5 correct type of re^tt in the gamble mode, or only 
at certain times which may be selected randomly 
or pseudo-randomly. For example, the gamble fea- 
ture may be capable of producing any of several 
different results, only one of which ie effective to 
10 increase the statce, the other results having other 
effects. One result may be that the user is allowed 
to initiate the game using his original or a reduced 
states, in a fruit machine type gamQ, sinother result 
might cause one or more of the reelo to spin, oir 
15 might allow the user to "nudge'' on® or more of 
the reels. The user vwuld then stand © diance of 
obtaining s win value dependent upon the final po- 
sitions of the reels. Those features may b® pro« 
vided in dependence upon the symbols displayed 
20 by the reels at the time tho gamblQ mode ends. For 
example, the gamblo mode might result In the dl&> 
play of a symbol whl^ corresponds In some mar>« 
ner to a symbol displayed by a reel, and In this 
case that reel, end only that reel. Is spun or af* 
25 lowed to be nudged. 

In an alternative embodiment, the consolation 
feature Is of an "accumulative" type, whereby the 
user needs to obtain the cortsolation feature sev* 
eral times before he can obtain s win, or altem©- 
30 tively whereby the litdlthood of obtaining @ win 
increases with the number of times the consolation 
feature is provided. Thus, if the user repeatedly 
falls to increasQ his staCce using the gamble mode, 
he becomes mow likely to obtain a win using the 
35 consolation feature. Thio Increases the interest in 
the game, particularly if the arrangement is such 
that the desired outcome of the gamble mode var- 
ies depending upon what has happened In pre* 
viouo plays, so that in Gomo circumstances thQ 
40 user may desire that hio statce be irxcreased but In 
other circumstances he may desire that tfve conso- 
lation feature be provided* 

When an ''accumulatfvo" type of consolation fe@- 
turo Is provided, ft is desired that, if the gamfc^e 
45 mode results in b stake ir>crease, the condition of 
the machine be cleared so ttiat the user has to 
start afresh in accumulating consolation features In 
order to increase the possibility of obtaining a win 
in this manner, ^tematively, there may simply be 
SO e decrease in the number of consolation features 
effecth^ely accumulated so far. * 

The machine may be arranged so that the valuo 
of the consolation feature IrKreases in aocordarice 
with the number of successive preceding occasions 
55 on which a user has successfully Increased hlo 
stake. For example, if an "accumulativo" type of 
cortsolatlon feature Is provided, a win could bo 
achieved by accumulating a ''consolation count" 
of, say, tweh^. The machir>Q could then be ar- 
60 ranged so that. If the user successfully obtains o 
single stake irKrease and then unsuccessfully uses 
the gamble mode, the consolation count is irv 
creased by two. If, on the other hand, the user suc- 
cessfully increases his stake on four successive 



tempt, the consolation count is increased by four. 

It is preferred that the machine have a display to 
indicate the possible win values which can be 
achieved depending upon whether or not the user 

70 has been able to Increase his effective stake using 
the gamble mode. Thio may conveniently be in the 
form of B table which, for eadi posslblQ winning 
result, lists those win values whid) can bQ 
achieved at the various possible effective stakes. 

75 An arrangement embodying the invention will 
now be described by wsiy of e»ampl© with refer» 
encQ to tiiQ aecompsnying drawing, whidi shows o 
gaming machine In gccordancQ with the Invention. 
The spedfic erribodlment to be described Is q 

80 version of thQ well-known "fruit machine''. Many 
e:camples of such machines are readily available, 
and the way In which they operatQ is weO-known 
to thosQ familkr with tho art. The details of the 
control drcuftry of thg present embodiment ^11 

85 thereforo not bo described because various wsyp 
of Implementing spproprtato control techniques, 
whether using hsrd^n^ logic or software tech- 
niques, will bQ readily apparent to such o person. 
The machine 2 has q vertical fads 4 and an Irt- 

SO dined fada & The fada ® has five apertures 6. four 
of whid) reveal portions of the drcumferences of 
four reels 10 which are mounted for rotation abotit 
a common horixontal sodo. The.reels carry symbols 
such as thosQ shown at 12 on their peripheries, 

95 some of the symbols being visible tiirough the ap> 
ertures @» 

The machine can be played by inserting q coin 
or a token through on appropriate one of the slots 
U. 

100 After the user has Inserted a coin or token, q 
"permitted game" count Is Incremented by an 
amount x^Qperif^l on the value of the irtserted 
coin or token* This indicates the number of games 
the us(^ can play before a further coin or token has 

105 to be InsertodL 

The user may then pnass a start button 13. Thte 
causes the four reels 10 to splr^ This (o preferablv 
adiieved by using q stepper motor for^ach reeL 
The reelo then stop spinning, their final positions 

110 being determined in o random or pseudo-random 
manner. If the reels are positioned such that cer<^ 
tain symbols are aligned along a win ftno 18, the 
user is credited with a win value, which In this ma- 
chine results in the paying out of colrut in an 

115 amount corresponding to the vWn value. 

The vertical facia 4 carries a display 20 which 
contains columits 22 In which are displayed the 
possible winning combinations of symbols. TherQ 
is also a column 24 which displays the possible 

120 win values assodated with each lAfinning combina- 
tion when the game Is played in the manner de* 
scribed abova 

Occasionally, o "hold" feature is provided 
whereby tiie user Is given the opportunity to press 

125 one or more hold butlorts 26, which will provent, 
during the subsequent reol-splnning operstion, the 
spinning of each reel assodated with a hold button 
which has been pressed. There Is a cartcel button 
28 for carKQlling the selection of reels using the 
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the reel-spinning operation. 

The operation of the machine as described so far 
is conventional. 
The machine has a further reel 30 which is re- 

5 fen-ed to herein as tho statco gamblo reel, which io 
mounted for rotation about the samd axis as thtst 
reels 10, and pari of which can be seen through 
ono of the apertures 8. The reel 30 could trtstead 
be mounted about a different a^is of rotation, and 

10 indeed ft does not even have to bo in proximity to 
the reels 10. 

The re^ 30 is operated, ao will be described, b\r 
a "stake gamble" button 32o 
Assuming that a coin or token hao been irtserted, 

IS then to begin a play machine causes flashing 
lights to llluminatQ thQ start button 16 and the 
stake gamble button 22, to indicate to the user that 
he has the choicQ of pressing the start button 16, 
whidi would cause a game to bo played in thQ 

20 manner described above, or pressing the gambi® 
button 32. 

If he chooses the latter option, th® reel 30 so 
spun and then stopped so that Ito fin&l posiUon io 
determined in a random or pseudo-random man- 

25 ner. The reel 30 carries about Ito periphery a num- 
ber of *Vln" symbolo 33, and a number of "non- 
win" symbols 34* Assuming that after the reel 30 
stops spinning, a win symbol 33 is aligned with the 
win lino 16, the machino 2 again causes thQ start 

30 btrtton 16 arid stake gamblo button 32 to be lllumK 
nated by flashing lights 

The user may then press the start button 16 to 
cause a game to be played by the spinning of the 
reels 10. If m a result of thio the reeb com® to a 

35 stop with a winning combination of symbolo on 
the win line 18, then thQ value paid out by the ms* 
chine 2 will be that indicated in q column 36 of the 
display 20, instead of the corresponding vatuo in 
the column 24. In this particular embodiment, the 

40 values in the column 36 are all twice the corre- 
sponding values in the column 24* Assuming that 
thQ fixed, normal stakQ for the machino 2 is lOp, 
thio means that the initial operation of ttho stakQ 
gamble reel 30 and the resulting win ochieved dur- 

45 ing that operation has caused the effiactive stake to 
be Increased from lOp to 20p. 

After the operation of the stako gamblo reel 30, If 
the user had elected to operate the stake gamble 
button 32 again, instead of the start button 16, tho 

50 stake gamble reel 30 would have spun again, (f, 
again, this rzsuha in a win symbol bair>g aligned 
with the win line 16, then the user io again pre- 
sented with tiie option of pressing the button 32 or 
the button 16. If he presses the button 16 and 

55 achieves a vanning combination of symbols on the 
reals 10, ths win value Is selected from q column 
38, in which the values are three times those In the 
column 24 so that the effective stake for thst game 
was 30p. 

60 If thQ user repeatedly obtains o "win" using the 
stake gamble re^ 30, he can repeatedly choose to 
spin tiie stake gamble reel 30 again instead of 
pressing the start button 16 to commence tho main 

• e«»U At.Mi«ft i*«» «»U*«,.3«^ « *«<Sv% *fr«o oCoIro 



possible win values for effecth/e stakes of 40p, 50p 
and 60p are shown in columns 40, 42 and 44, ro 
spectively. If the user achieves an effecthre stake 
value of ^p, he Is no longer permitted to spin the 
70 stake gamble reel 30, and must instead press tho 
stsrt button 16 to commence the main game. 

In order to indicsto to tho user his progress in 
using the stake gamble reel 30, the machine may 
be arranged to illuminate either the present effec* 
75 tive stake value, the possibio values being shown 
In a row 48 of display 20, and/or the possible 
win values for tho pfQ^Q^tt effectivo stake, whidi 
are listod in st respective on® of tho columns 24, 
36, 38, 40, 42 and 44. 
80 if tho stake gamblo reel 30 is spun and a rton* 
winning symbol comes Into alignment with the win 
lino 18 at tho ertd of tho spinning operation, tho 
rrtachine could bo arranged simply to terminate 
that ploy, 00 that tho user loses hio stsko. 
85 In tho present ombodlment, however, a consols* 
tion featurQ is provided. Tha machano Is provided 
with a Gorisolation feature display 50 which com* 
prises Q \\m of arrows 52, each of which can bo so» 
locth/ety illuminated, and @ random win valuo 
80 dl^lsyi4. 

The arrows 52 aro niunnlnatod In succosslon 
starting whh that furthermost from the random win 
value display 54. One fuirthor arrow Is niumlnatod 
each timo tho spinning of tho stake gamble reel 30 
95 results In a norv^nnlng symbol being In align° 
mont with the win lino 18. Thus, If thoo happons 
eight times In succession all tho arrows 52 will bo 
illuminated, artd this win Initiato a consolation priso 
feature, whereby various portions of tho random 
100 win display 54 are illuminated repeatedly In 

succession for a random or pseudo^ndom period, 
and the uaer is then awarded either one of seversiO 
win values or a free game depending on which 
portion of the display 54 remains illuminated at tho 
105 end of this operation. Then, tho machino ceases to 
Illuminate all the arrows 52 so that tho user mu&L 
start again to accumulate illuminated arrows, by 
spinning tho stake gamblo reel 30 and obtaining on 
the win line a non-wlnning symbol, before tho con» 
110 solation win is av^rded. 

If, at a stage when or>o or more of tho arrows 52 
is illuminated, the stake gamblo reel 30 io spun and 
a winning symbol comes into alignment with tho 
win lino 18, then all of tho illuminated arrows 
115 cease to be Illuminated (or In an altemathfo em* 
bodiment the last arrow to be Illuminated ceases 
to bo illuminated) so that a greater number of 
spins of the reel 30 resulting In non-winning sym- 
bolo on the win lino 18 must bo accumulated bo- 
120 foro the consolation win Is provided. 

In a modified embodiment, tho number of ar« 
rows 52 which aro lllumlnatod If o norvwinning 
symbol 34 appears on tho win Una depends upon 
tho prosem effectivo stake valua Thus, o singlo 
125 further arrow may bo illuminated K tho present of- 
fecth^ stake is 1(^, and four furthor arrows IDumS- 
nated if tho present effecthfe stake is 40p. 
These arrangements aro desoibed merely by 

w»v Avamnlfl. artri manv nihar attematlv^ arO 
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different non-winning symbols on th© reel 30, and 
each may bo associated with a dtffarant typo of 
symbol on the reels 10. If th® reel 30 ia spun, and q 
non-winning symbol comes into alignment with 

5 the win line 18, this ^uld cause the spinning of 
any of the reelo 10 which havQ corresponding sym- 
bols on the win line 18. Alternatively, the machine 
could allow the user to "nudge", Lo. indeit any 
such reol so that an adjacent symbol comee Into 

10 alignment with the win line 18. 

In the arrangement described above, the effee- 
thfg stsEcQ was Increased by lOp each time the reel 
30 wsd spun and @ win symbol came into align^ 
ment witf) the win lino 18. Instead, th® ©flP^ctfve 

IS stalce could be arranged to double eoch tlmo* Fur- 
ther, there r>e&d not be sny consistent nslationship 
between the possible win values* For e^tampie, the 
incresso in the effective state msy apply only to 
some of the winning combinatlond of symbols, the 

20 effectfvQ state may change by different amounts 
for different winning eomblnstlonar and the num» 
ber of winning combinations to which en Iricrease 
in the effec^ve state applies may deperid upon tho 
level of the effecthfe state. For ettsmple, there msy 

25 be an absolute maximum win value, and It la poo 
sibt® th&t certain winning combinations will pn> 
vide tfus win value Irrespecth^e of the effecth/e 
state. 

In the embodiment described above, the user qI^ 

30 waya had the option of pressing the state gamble 
button 32 or the start button 13. In an altemathmi 
embodiment, tho machine is arranged so that on 
certain occasions the user is not ghfen this option, 
and instead the spinning of the state gamble reel 

35 30 Id required. This may happen on random or 
pseudo-random occasions, or predetermined occa* 
slons. For e^tample, at the beginning of a game the 
user may be required to spin the state gamble reel 
30, any ftirther spins being optional. Indeed, tho 

40 machine could be arranged so that tho use of the 
state gamble rt^l 30 Is never optional 

If desired, an oddltlonQl, conventional "gamble'" 
mode could be provided, whereby tho user may be 
allowed to perform q gambling operation after ho 

45 hao achieved o win by spinnir>g the reels 10, in m 
attempt to Increase the win vslue. This addition©! 
gamble mode could be carried out using the same 
. reel ^ as used In the state gamble moda 

In the above embodiment, the state gamble op- 

50 eratlon weo ^rried out using a reel. However, this 
is not necessary; Irtstead, the operation could be 
carried out using a rotating disc, or a completely 
different form of display such as sequentially flash- 
ing lighta, a video display, etc. 

55 The Invention is applicable to any type of gam- 
ing machino, Irrespecthfe of whether the machine 
pays out cash and/or totens, and indeed is appli^ 
ble to 0 mechino In which no paying out operation 
occurs at all, arid instead a winner simply accumu* 

60 lates a credit count 

1. A gaming machine by means of which a user 
. »«.. . 



being operable to credit to the user a win value if a 
winning game result to achieved, wherein the ma- 
chine is also selecth/ely operable to cany out an 
additional gambling operation on the user's state, 
70 and wherein the win value for said winning game 
result lo dependent on whether or not a winning 
state gambling operation haa taten place befons 
the user to informed of ^e winning game result 
%, A machine ao claimed in claim 1, including 
75 meano whereby a user can Instruct tho machine to 
carry out the state gambling operation* 

3. A machino es claimed In dalm 1 or dalm 2, 
the machino being selecdvely operable to carry out 
a plurality of successive state gambling operti- 
tiono, tho win vqIuo for said winnirtg game result 
being dependent upon how many winning state 
gambling operations have taten place before the 
user is Informed of tho winning game result. 
^ A machino oc dolmed In any preceding 
85 dalm, whorein the machine ic operable to credit to 
the user different wir) values In depertdence on 
v^ich of a plurality of different winrting game re- 
sulto lo Dchieved, each win value being dependent 
upon whether a winning ^te gamUIng operatlpnt 
BO hso taten place before the user Is informed of the 
respec^ve winning game result 

A machine ad daimed In dalm 4, the ma- 
chine being operable to display each of the win 
values which can be credited to the user In re- 
95 sponse to achieving each of the v^finning game re- 
su^ 

(SL A machine ao datmed in any preceding 
dalm, wherein the machine is arranged to Inform 
the user of the results of the state gambling opera- 
100 tion before commendng the game« 

7. A machine ao daimed In any preceding 
daim, the machine being arranged to inform th® 
user of winning game results by displaying syrrv- 
bolo of 0 first type, and being operable to Inform 

105 the user of a winning state gamble og^ration by 
disploying o symbol of a second typa 

8. A machine ao daimed In daim 7, Irtduding o 
common display device which lo operated for the 
playing of the game and for the state gambling 

110 opera^n arui which Is arranged to display both 

typeo of symbols. 
8. A machine ao daimed in dalm 7, induding o 

first display device operated for the playing of the 

game for displaying the first type of symbols, and 
115 a second display device which la operated for the 

state gambling operation and which displays the 

second type of symbola 

10. A machine ao daimed In any precec^ng 
claim, the machine being operable to Inhibit the 

120 achleval of a winrilng game result In response to a 
nofvwinning state gambling operation. 

11. A machine ao daimed In dalm 10, wherein 
tho rrtachino io operoblo to Inhibit the ploying of a 
game In respond to the non-winning state gam- 

125 ble operatforu 

12. A machine as daimed In daim 10 or 11, 
wherein the machine Is operable to permit o fur- 
ther opportunity to obtain a win value in response 
to a norv-winning state gambling operation. 
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the further opportunity is provided if* response to a 
plurality of nor^-wlr^ning stake gambFing opera- 
tions. 

14. A machine as daimed In any preceding 

5 dalm, having symbol-bearing reels which are spun 
for the playing of a game, 

15. A gaming machine substantially as herein 
described with reference to the accompanying 
drawing* 
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